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ABSTRAK

Wajihan, Zahro, Rojana., & Naja, Hayatun. 2024, Pengembangan Media
Pembelajaran Interaktif Berbasis Game Powerpoint Materi Ciri-Ciri
Makhluk Hidup Kelas lii di Mi Miftahul Ulum Gondang, Skripsi Prodi
Pendidikan Guru Madrasah Ibtidaiyah Fakultas Tarbiyah Institute Pesantren
K.H Abdul Chalim, Pembimbing: Benny Angga Permadi, M.Pd.

Kata kunci: Penelitian Pengembangan, Media Pembelajaran Interaktif, Ciri-Ciri
Makhluk Hidup, Game Powepoint.

Pendidikan menjadi masalah*hg sangat penting dalam kehidupan.
Pesatnya perkembangan tekf@logi dams informdsi tidak dapat dihindari lagi
pengaruhnya terhadap dunia pendidiika | ini menjadi sebuah tantangan bagi
seorang guru atau terﬁa pendidi ereka h*s mampu menciptakan
inovasi baru guna meningka A plogi ke dalam proses belajar
mengajar. Teknologi dapa eba ja_atau sarana pembelajaran
inovatif yang di)?&n i : r*aman. Penggunaan

lajaran interaktif game
powerpoint dapat menjagli sAlARSSaIu i pagseqldng, guru. Penelitian yang
dilakukan didasarkamn keny@ia agipteknaologi belum diterapkan

dalam pembelajaran IPA maté
Ulum Gondang.

Ddsdin\dén [t Ssddlivhéoddbehgaf fahtDdidunaiGiiiabelpédefitian ini
adalah model ADDIE dengan Mﬁl égglyﬁg analyze, desain, development,
implementation, dan evaluation. Ikumpulkan dengan melakukan observasi,
wawancara, lembar validasi juga angket. Menggunakan tehnik pengumpulan data

analisis lembar validasi, analisis angket, analisis angket deskriptif, uji normalitas,
uji pired sample T-test, dan menggunakan uji N-gain.

Berdasarkan hasil validasi yang dilakukan peneliti, didapatkan hasil
presentase validasi dari ahli materi sebesar 85%, presentase validasi dari ahli media
90%, dan presentase validasi dari ahli bahasa 88,8%. Hasil validasi dari para ahli
menunjukkan bahwa media pembelajaran interaktif game power point layak
digunakan. Dari hasil respon siswa didapatkan presentase 90,9% sedangkan respon
guru didapatkan presentase 97,5%. Analisis data kuantitatif mendapatkan hasil rata-
rata sebesar 59,27%.



ABSTRACT

Wajihan, Zahro, Rojana, & Naja, Hayatun. 2024, Development of Interactive
Learning Media Based on Powerpoint Games on the Characteristics
of Living Things Class 11 at Mi Miftahul Ulum Gondang, Thesis of
Madrasah Ibtidaiyah Teacher Education Study Program, Faculty of
Tarbiyah Institute Pesantren K.H Abdul Chalim, Supervisor: Benny
Angga Permadi, M.Pd.

Keywords: Development Research, Interactive Learning Media, Characteristics of
Living Things, Powepoint Game.

Education is a very important issue in life. The rapid development of
technology and information is inevita ecting the world of education. This is a
challenge for a teacher or edu%ion persgnnel. Begause they must be able to create
new innovations to increase the utid#Zatigm, of technology into the teaching and
learning process. Techgology can 4 % medium Qigdnnovative learning tool
that is believed to be able to hedtliesal he Use of computer programs
by creating interactive lear
innovations for a he¢

of technology has n¢
characteristics of living

he fact that the use
ience material on the
lum Gondang.

his*earch is the ADDIE
alyze, design, development,
conducting observations,
estionnaires. Using data collection

model by going through
implementation, and ev i
interviews, validation sheets as well as

ol NIMER S [ EASKHa A BB L CHIAL I Mcrinive
ti i lysis, litvat: i le T-test, and using the N-gai
f]eus(is onnalre ana yS S, hOrma Maja%% e est, and us ng e ga n

Based on the results of the validation conducted by researchers, the results
of the validation percentage from material experts were 85%, the validation
percentage from media experts was 90%, and the validation percentage from
linguists was 88.8%. The validation results from experts show that interactive
learning media power point games are feasible to use. From the results of student
responses, a percentage of 90.9% was obtained while the teacher's response
obtained a percentage of 97.5%. Quantitative data analysis obtained an average
result of 59.27%.
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